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PindahScene.cs 

using System.Collections; 

using System.Collections.Generic; 

using UnityEngine; 

 

public class PindahScene : MonoBehaviour 

{ 

    public void Pindah(string namascene) 

    { 

        Application.LoadLevel(namascene); 

        } 

}

 

AR-Wisata-Dermaga.xml 

<?xml version="1.0" encoding="UTF-8"?> 

<QCARConfig> 

 <Tracking> 

    <ImageTarget name="Marker-4" size="1.000000 1.339286" /> 

    <ImageTarget name="Marker-3" size="1.000000 1.339286" /> 

    <ImageTarget name="Marker-2" size="1.000000 1.339286" /> 

    <ImageTarget name="Marker-1" size="1.000000 1.339286" /> 

  </Tracking> 

</QCARConfig>

 

ExitGame.cs 

using System.Collections; 

using System.Collections.Generic; 

using UnityEngine; 

 

public class ExitGame : MonoBehaviour 

{ 

      public void Exit() { 

      Application.Quit(); 

       } 

}

Membuka Aplikasi 

Admin

? 

Menampilkan 
menu AR 

Petunjuk 
Informasi 

Wisata 
Tentang 

Menampilkan 

gambar dan 

penjelasannya 

ya 

Tracking Kamera 
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